DéD HOMEBREW 


Thou, who approacheth Destined Death. O, Death. Become my blade, once more. 
I will not have it stolen from me again Cower. Before Maliketh, the Black Blade. 


INTRODUCTION 


ORDES OF TARNISHED WARRIORS HAVE BEEN 
called back to the Lands Between to 
brandish the Elden Ring. Unfortunately, the 
‘ myriad foes contained in this document 
stand in their way. 

This text is part of a set of documents 
that outline the rules of Elden Ring D&D, a 
5th Edition Dungeons & Dragons adaptation of the 
game Elden Ring by From Software. The other 
documents include the Elden Ring D&D: Player’s 
Handbook, Elden Ring D&D: Dungeon Master's Guide, 
and the corresponding adventure E/den Ring D&D: Call 
of Grace. This document in particular contains stat 
blocks for creatures found in that adventure. 

Almost every stat block in Call of Grace and future 
adventures will be contained below. Some share names 
with existing D&D creatures. If so, use the version in 
this document. 

While a long-term goal of the project is to convert 
every D&D stat block, for the time being only creatures 
in Call of Grace are included. There’s a lot of creatures 
in Elden Ring okay, cut me some slack. 

*Author’s note. Of all of the documents comprising 
the Elden Ring D&D project, this is likely to need the 
most refinement and playtesting. Consider them 
carefully before you subject your players to them. In the 
author’s opinion, many are likely more powerful than 
their challenge rating would imply. Tread carefully. 


ABDUCTOR VIRGIN 


large construct, neutral evil 


Armor Class 18 (natural armor) 
Hit Points 136 (16d8+64) 
| Speed walk 30 ft. 


‘STR DEX CON INT WIS CHA 
| 20 (+5) 10(+0) 18(+4) 5(-3) 8(-1)) 2(-4) 


Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks 

Damage Vulnerabilities lightning 

Condition Immunities prone, exhaustion, charmed, frightened, 
paralyzed, poisoned, petrified 

| Senses passive Perception 9 

Challenge 7 (2900) XP Bonus** +3 


Fleshy Interior. The virgin’s interior cavity is living tissue, easily 
harmed compared to its metal exterior. The virgin has 
vulnerability to damage caused by creatures it is restraining. 


ACTIONS 


Multiattack. The virgin makes two attacks, either with its scythe 
or spiked wheels. | 


Scythe. Melee Weapon Attack: +8 to hit, reach 15 ft., One Target 
| Hit: 25 (3d12+5) slashing damage. 


Spiked Wheel. Melee Weapon Attack: +8 to hit, reach 5 ft., One 
Target Hit: 19 (3d8+5) piercing damage. 


Ensnare. The doors in the abductor virgin’s torso swing open 
and a mass of metal snakes bursts forth to ensare a creature 
within ten feet of it. The target must succeed on a DC 15 ) 
Dexterity saving throw or be drawn inside the abductor virgin. 
An ensared creature is blinded and restrained, it has total cover — 
against attacks and other effects outside the worm, and it takes 

- 14 (4d6) poison damage at the start of each of the virgin’s 

turns. 

If the virgin takes 20 damage or more ona single turn froma | 
creature inside it, the virgin must succeed on a DC 16 | 
Constitution saving throw at the end of that turn or release any _ 
trapped creatures, which fall prone in a space within 5 feet of | 
the virgin. If the virgin dies, an ensnared creature is no longer 
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Armor Class 15 (hide) 
| Hit Points 60 (8d3+24) 
Speed walk 31 ft. 


j : Dp 
. 


| kil s Animal_handling +4, Nature +1, Survival +4, Perception 


DEX 
17 (+3) 


CON 
16 i) 


INT 
9 (1) 


Wis 
15 (+2) 


CHA 
10 (+0) 


| Senses darkvision 30 ft. passive Perception 12 
_ Languages Undercommon 

Challenge 2 (450) XP Bonus** +2 

) 


Sharpshooter. Attacking at long range doesn’t impose 

disadvantage on the warrior’s ranged weapon attack rolls. Its 
ranged attack rolls ignore half and three-quarters cover. 

| Before it makes an attack with a ranged weapon that it is 

proficient with, the warrior can choose to take a -5 penalty to 

the attack roll. If that attack hits, it adds +10 to the attack’s 

_ damage. 


ACTIONS 1 


Multiattack. The warrior makes two attacks with either its club 
or longbow. 


Club. Melee Weapon Attack: +6 to hit, reach 5 ft., One Target. 
Hit: 8 (1d6+4) bludgeoning damage. 


Longbow. Ranged Weapon Attack: +5 to hit, ranged 600/600 ft., 
One Target. Hit: 8 (1d8+3) piercing damage. 


_~BONus ACTIONS 


Steady Aim. The warrior gives itself advantage on its next attack 
roll on the current turn. It can use this bonus action only if it 
hasn’t moved during this turn, and after it uses this ability, its 
speed is 0 until the end of the current turn. 


| 
| 
| 


‘Class 15 (natural armor) 
fit Points 127 (11d12+55) 
Speed walk 40 ft. 

CON 


_" R DEX 
| O(+5) 12(+1)  21,(45) 
Sa\ ng Throws Strength +8, Constitution +8 
Skills Athletics +8 
Damage Resistances fire 
Senses darkvision 60 ft.,tremorsense 0 ft.,passive Perception 
mr 
Languages Sylvan 
‘Challenge 6 (2300) XP Bonus** +3 


INT 
5 (3) 


Wis 
12. (41) 


CHA 
7 (2) 


Mlumination. The bison sheds bright light in a 30-foot radius 
| and dim light in an additional 30 feet. 


| Heated Body. A creature that touches the salamander or hits it 
with a melee attack while within 5 feet of it takes 7 (2d6) fire 
damage. 


ACTIONS 


Gore. Melee Weapon Attack: +8 to hit, reach 5 ft., One Target. 
Hit: 22 (3d10+5) piercing damage. If the bison moved at least 
20 feet straight toward the target immediately before the hit, 
the target takes an extra 9 (2d8) fire damage, and the target 
must succeed on a DC 15 Strength saving throw or be knocked _ 
prone if it is a creature. 
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ap HERO OF ZAMOR 


umar oid, lawful neutral 


Enon class 17 (Half-Plate) 
Hit Points 116 (11d10+44) | 
Speed walk 30 ft. | 


DEX CON INT. WIS. CHA | 
16 (+3) 19 (+4) 18(44) 91442) 14(42) 1040) 
———————E—————— ooo 


Skills Acrobatics +7 

Damage Resistances cold 

Condition Immunities frostbitten 

Senses passive Perception 12 

Languages Common 

Challenge 6 (2300) XP Bonus** +3 
| ——e—————————————————————————— 
| Unleash. When the ancient hero is reduced to half of its hit 

points, it is “unleashed”. While unleashed, its curved 

greatsword attack deals an additional 2d6 cold damage on a 
hit. It can also use its Zamor Ice Storm action and its dash 
bonus action. 

The ancient hero remains unleashed until it finishes a long 
rest. 


ACTIONS 


Multiattack. The ancient hero makes two curved greatsword 
attacks. 


| Curved Greatsword. Melee Weapon Attack: +7 to hit, reach 5 ft., 
One Target. Hit: 15 (2d10+4) slashing damage. 


Hoarfrost Breath. The ancient hero exhales a cold breath in a 
20-foot cone along the ground, which then explodes into the air 
with piercing icicles. Each creature in that area must make a 
DC 19 Constitution saving throw. On a failed save, the target 
takes 14 (3d8) cold damage and is frostbitten for 1 minute. At 
the end of each of its turns, the target can make another 
Constitution saving throw. On a success, the target is no 
longer frostbitten. A target takes half as much damage on a | 
successful save and is not frostbitten. 


Zamor Ice Storm (Unleashed, Recharge 6). A whirlwind of 
freezing air surrounds the | ‘ient hero until the end of its next 
turn i ina 15-foot radius 50-foot high cylinder. The area of the 
~ whirl is difficult terrain. A creature must make a Dexterity 
he first time ona turn that it enters the whirlwind 
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BANISHED KNIGHT 


| medium humanoid, lawful evil 


Armor Class 18 (plate) 
| Hit Points 45 (6d10+18) 
Speed walk 30 ft. 


STR DEX CON INT, WIS CHA 
19 (+4) 13(41) 16(+3) 10(+0) 12(+1) 16 (+3) 


| Skills Athletics +6 
Senses passive Perception 11 
Challenge 4 (1100) XP Bonus** +2 


Spellcasting (Variant). The knight is a 4th-level spellcaster. Its 

spellcasting ability is Charisma (spell save DC 13, +5 to hit with 
spell attacks). The mage has the following warlock spells 

prepared: 

Cantrips (at will): catch flame 1st level (4 slots): dragonclaw 

| 2nd level (3 slots): dragonmaw, dragonfire 


ACTIONS 


Multiattack. The knight makes either two attacks with its 
| halberd or three attacks with its shortsword. 


Halberd. Melee Weapon Attack: +6 to hit, reach 10 ft., One 
Target. Hit: 10 (1d10+4) slashing damage. 


Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., One 
Target. Hit: 8 (1d6+4) piercing damage. 
Bonus ACTIONS 


~ Stormcall (Recharge 5-6). The knight kicks up a storm around it, 
creating one of the following effects: 


Each creature within five feet of the knight must succeed on 

a Strength saving throw or be pushed five feet away from it. 
The knight does not provoke attacks of opportunity until the | 
end of its turn. 

The knight moves up to its movement speed. 


ee 


-BEASTMAN OF FARUM AZULA 

medium humanoid, unaligned 

"Armor Class 14 (natural armor) 
| Hit Points 94 (11d8+22) 

Speed walk 40 ft. 


STR DEX CON INT WIS CHA 
20(+5) 14(42)) 15(+2) 6 (-2) 131) 8(-1) 


| Skills Perception +3 

| Senses passive Perception 11 

_ Languages Primordial, 

| Challenge 4 (1100) XP Bonus** +2 ie 7 


! medium humanoid, chaotic evil 
Pack Tactics. The beastman has advantage on an attack roll | TS 


against a creature if atleast one of the beastman’s allies is Anon Clase’ 18 (half-plate, shield) | 
| 
| 


within 5 ft. of the creature and the ally isn’t incapacitated. Hit Points 136 (15d10+45) 
Relentless (Recharges after a Short or Long Rest). If the beastman Speed walk 25 ft. 
takes 25 damage or less that would reduce it to 0 hit points, it a 
is reduced to 1 hit point instead. STR DEX CON INT Wis CHA | 
| 2045) 12 (41) (16 (43) 912 (+1) ~=+17 (43) 113 (+1) 

Keen Senses. The beastman has advantage on Wisdom ee 
(Perception) checks that rely on hearing or smell. Saving Throws Dexterity +4 

Skills Intimidation +4 

' ACTIONS | Senses passive Perception 13 


Languages Common 


Multiattack. The beastman makes either two attacks with its " Challenge 7 (2900) XP Bonus** +3 


cleaver or three attacks with its sickle. 


Cleaver. Melee Weapon Attack: +7 to hit, reach 5 ft., One Target. Light Greatsword. The executioner greatsword supports most of 
Hit: 14 (2d8+5) slashing damage. its own weight magically. The bell bearing hunter can wield 


both th dand tshield 
Sickle. Melee Weapon Attack: +7 to hit, reach 5 ft., One Target. ae 


_ Hit: 10 (2d4+5) slashing damage. | ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft. One Target. Multiattack. The hunter makes two greatsword attacks. 
Hit: 16 (2d10+5) piercing damage. 


Marais Executioner Greatsword. Melee Weapon Attack: +8 to hit, 
reach 5 ft., One Target. Hit: 12 (2d6+5) slashing damage. The 

| hunter can make this attack from wherever the blade is 
hovering. 


Bonus ACTIONS 


Blade Dance. The hunter’s sword begins to hover, flies up to 30 
feet, and makes a Dancing Blade attack at one creature of its 
choice within 5 feet of it. 

While the sword hovers, this bonus action causes it to fly up 
to 30 feet to another spot within 30 feet of it. As part of the 

' same bonus action, it can cause the sword to attack one 

creature within 5 feet of it. 

If the hunter is incapacitated, the blade falls to the ground. 


| REACTIONS 


| Recall. If the hunter’s blade is hovering, the hunter recalls it to 

| his hand. The blade shoots in a straight line back to the hunter. 
Each creature in the area must succeed on a DC 15 Dexterity 
saving throw or take 3d6 slashing damage. 


TEMMARU 
TEMMARU 
ARTSTATION 


Rute KNIFE ASSASSIN 


medium humanoid, chaotic neutral 


Armor Class 7 (scale mail) 
| Hit Points 77 (14d8+14) 
| Speed walk 30 ft. 


STR DEX CON INT WIS CHA 
i) Win(0) 20045) “13 Gl) 914 (42) 15 (42) 2 (+1) 
| 
Saving Throws Dexterity +8 
Skills Stealth +11, Deception +4, Sleight_of_hand +8, 

Acrobatics +11 

Senses darkvision 30 ft.,passive Perception 12 
Languages Common, Celestial, Undercommon 


Assassinate. During its first turn, the Black Knife Assassin has 
advantage on Attack rolls against any creature that hasn’t taken 
a turn. Any hit the Black Knife Assassin scores against a 
surprised creature is a critical hit. 


Evasion. If the Black Knife Assassin is subjected to an Effect 
that allows it to make a Dexterity saving throw to take only half 
damage, the Black Knife Assassin instead takes no damage if it 
succeeds on the saving throw, and only half damage if it fails. 


Sneak Attack. Once per turn, the Black Knife Assassin may deal 
an extra 13 (4d6) damage when it hits a target with a weapon 
Attack and has advantage on the Attack roll, or when the target 
is within 5 ft. of an ally of the Black Knife Assassin that isn’t 
Incapacitated and the Assassin doesn’t have disadvantage on 
the Attack roll. 


ACTIONS 


Multiattack. The Black Knife Assassin makes three Black Knife 
attacks. 


Black Knife. Melee Weapon Attack: +8 to hit, reach 5 ft., One 

Target. Hit: 8 (1d4+5) piercing damage plus 5 (1d8) necrotic 
_ damage. . Damage dealt by this attack cannot be reduced in 
any way. 


Bonus ACTIONS 


Cunning Action. The assassin takes the Dodge, Disengage, or 
Hide action. 


a a] 
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BLAIDD THE HALF-WOLF 
medium celestial, lawful good 
Armor Class 17 (Half-Plate) 
Hit Points 173 (23d8+69) 
Speed walk 40 ft. 
STR DEX ©CON INT. WIS CHA 
19 (+4) 15 (+2) 17 (43) 9-12(+1) 15 (42) 12 (+1) 


Saving Throws Dexterity +6, Wisdom +6 

Skills Athletics +8, Survival +6, Acrobatics +6, Perception +6 
Damage Resistances cold, force 

Condition Immunities frostbitten 

Senses darkvision 30 ft.,passive Perception 12 

Languages Common 

Challenge 9 (5000) XP Bonus** +4 


Magic Resistance. Blaidd has advantage on saving throws 


Lupine Leap. Blaidd’s long jump is up to 20 feet and its high 
jump is up to 10 feet, with or without a running start. 


ACTIONS 
Multiattack. Blaidd makes three Royal Greatsword attacks. 


Royal Greatsword. Melee Weapon Attack: +8 to hit, reach 5 ft., 
One Target. Hit: 15 (3d6+4) slashing damage plus 5 (2d8) cold 
damage. 


Wolf’s Assault (Recharge 5-6). Blaidd somersaults through the air, 
moving up to 10 feet without provoking attacks of opportunity. 
When he lands, he drives this weapon into the ground and 
creates a 10-foot radius blast of cold magic. Each creature in 
the area other than Blaidd must make a Constitution saving 
throw. On a failed save, a creature takes 3d6 cold damage and 
is frostbitten for a minute. At the end of each of its turns, the 
target can make another Constitution saving throw. On a 
success, the target is no longer frostbitten. On a successful 
save, the creature takes half as much damage and is not 
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_ Multiattack. The bloodhound knight makes three attacks, two 


| with its bloodhound’s fang and one with its claws. — 


Hunter of Bloody Fingers. Yura has advantage on saving throws 
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_ ACTIONS 


Bloodhound Fang. Melee Weapon Attack: +7 to 
_ One Target. Hit: 10 ere slashing da 
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‘CEMETERY SHADE 


medium undead, chaotic evil 


Armor Class 16 () 
| Hit Points 105 (19d8+19) 


Speed walk 40 ft. 
STR _—DEX CON INT WIS CHA 
| 72) 2206) 121) =3(4) 62) | 5(3) 


Senses passive Perception 8 
Challenge 5 ( 800) XP Bonus** +3 


ACTIONS 
| Multiattack. The cemetery shade makes two Mantis Blade 
attacks. 


Mantis Blade. Melee Weapon Attack: +9 to hit, reach 5 ft., One 
Target. Hit: 13 (2d6+6) slashing damage. and the target suffers 
| Bleed 2 (DC 14) 


Sticky Bind. Ranged Spell Attack: +9 to hit, ranged 30 ft., One 
Target. Hit: . The target is restrained by viscous green bile. As 
an action, the restrained target can make a DC 13 Strength 
check, breaking free on a success. 


BoNus ACTIONS 


Dash. The cemetery shade moves up to its speed without 
provoking opportunity attacks. 


REACTIONS 


Retreat. When the cemetery shade is hit by a melee attack, the 
shade can move up to its speed without provoking opportunity 
attacks afterward. 


CLAYMAN HARPOONER 


—_ humanoid, neutral 


"Armor Class 17 (natural armor) 
Hit Points 34 (4d8+16) 
Speed walk 20 ft. 


STR DEX ~=CON INT wis. CHA 
16 (+3) 72) 1844) 91341) 14.42) 9 8-1) 


Saving Throws Strength +5 
Damage Resistances piercing 
Damage Vulnerabilities bludgeoning 
Condition Immunities petrified ! 
Senses darkvision 30 ft.,passive Perception 12 
Languages Undercommon 
Challenge 0.5 (100) XP Bonus** +2 


_ ACTIONS 


Harpoon. Melee Weapon Attack: +5 to hit, reach 5 ft., One 
Target. Hit: 8 (1d8+3) piercing damage. 


Harpoon. Ranged Weapon Attack: +5 to hit, ranged 20/60 ft., 
One Target. Hit: 8 (1d8+3) piercing damage. 
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Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., One Target. 

Hit: 11 (2d6+4) bludgeoning damage. and the target is 

grappled (escape DC 13). The crabhemoth aha each | 
of which can grapple only one target. + 
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‘Dire’ WoLr 


larg beast, unaligned 


Armor Class 14 (natural armor) | 
| Hit Points 38 (5d10+10) | 


Speed walk 30 ft. 
air DEX CON INT WIS CHA 
i) Way 152) 15G2) «3 (4) «12 & 7-2) 


Senses passive Perception 11 
Challenge 1 (200) XP Bonus** +2 


_ Pack Tactics. The wolf has advantage on an attack roll against a 
creature if at least one of the wolf's allies is within 5 feet of the 
| creature and the ally isn’t incapacitated. 


Keen Senses. The wolf has advantage on Wisdom (Perception) 
checks that rely on hearing or smell. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., One Target. 
Hit: 10 (2d6+3) piercing damage. If the target is a creature, it 
must succeed on a DC 13 Strength saving throw or be knocked 
prone. 


| 
| 


-DRAGONKIN SOLDIER 


— 


. huge dragon, unaligned 


Armor Class 16 (natural armor) 
Hit Points 168 (16d12+64) 
Speed walk 40 ft. 


“STR 
22 (+6) 


DEX 
15 (+2) 


CON 
19 (4 


INT 
5 (3) 


WIS 
15 (+2) 13 (+1) 
Saving Throws Constitution +7, Strength +9 
Damage Resistances lightning, cold 
Senses darkvision 30 ft.,passive Perception 12 
Challenge 8 (3900) XP Bonus** +3 


re 


Experimental Failure (3/day). When the dragonkin fails a saving 
throw, they can succeed instead. When it does, the dragonkin’s 
‘speed is reduced by 10 feet until it finishes a long rest. 
ACTIONS 


Multiattack. The dragonkin soldier makes three attacks: one 
with its bite and two with its claws. 


Claw. Melee Weapon Attack: +9 to hit, reach 15 ft., One Target. 


| Hit: 17 (3d6+6) slashing damage. and the target is grappled 


(escape DC 15). Until this grapple ends, the target is 
restrained. 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., One Target. 
Hit: 23 (3d10+6) piercing damage. 


Rupture Earth (Recharge 6). The dragonkin plunges its claws 
into the ground, tearing fissures into the earth that erupt 
skyward. Each creature in a 15-foot radius circle around the 
soldier must make a Dexterity saving throw. A target takes 
12d6 bludgeoning damage on a failed save, and half as much 


| on a successful one. The area is difficult terrain afterward. 


_ LEGENDARY ACTIONS 


The dragonkin can take 3 legendary actions, choosing from the 


options below. Only one legendary action option can be used 


| at a time and only at the end of another creature’s turn. The 


dragonkin regains spent eae actions at the start of its 
turn. 

a drogen makes a claw attack. On a hit, 
arget is not grappled or restrained. 
The dragonkin moves up to its speed without 
portunity attacks. 
h (Costs 2 actions). The dragonkin recharges its 
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e Resistances radiant 
| Damage Vulnerabilities fire 
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ea allenge 8 (3900) XP Bonus** 43 
| : 


_ Regeneration. The avatar regains 10 hit points at the start of its 
turn. If the avatar takes fire damage, this trait doesn’t function 
at the start of the avatar’s next turn. The avatar dies only if it 
starts its turn with 0 hit points and doesn’t regenerate. 


ACTIONS 


Multiattack. The avatar makes two staff attacks. 


Staff: Melee Weapon Attack: +7 to hit, reach 5 ft., One Target. 
Hit: 21 (3d10+4) bludgeoning damage. a. 


Erdtree Slam. The avatar leaps into the air, moving up to 15 feet 
to an unoccupied space without provoking attacks of 
opportunity. It collects golden energy along the way before 
slamming down. Each creature within 10 feet of it when it 
lands must make a DC 14 Constitution saving throw. A target 
takes 8d6 radiant damage on a failed save, or half as much 
damage on a successful one. 


Radiant Mote. Ranged Spell Attack: +7 to hit, ranged 0 ft., One 
Target. Hit: 11 (2d6+4) radiant damage. 


LEGENDARY ACTIONS 


The avatar can take 3 legendary actions, choosing from the 
options below. Only one ccs action option can be used 
at a time and only at the end of another creature’s turn. The 
vatar regains spent y ions at the start of its turn. 
d. akes a radiant mote attack. 
(Costs 2 Actions). The avatar makes a staff attack. 
3 Actions). The avatar regains 25 hit points. 


. 
| 


| 


CON INT 
17 (33) » 3(-4) 


Damag Immunities poison, psychic 
C tion unities bleed, charmed, frightened, poisoned, 
rei , exhaustion 
darkvision 60 ft.,passive Perception 11 
hallenge 5 (1800) XP Bonus** +3 


WIS 
13 (#1) 


CHA 
5 (-3) 


18 (4) 8(1) 


. 
Prepared Strike. The watchdog has advantage on attack rolls 
made as part of a reaction. 


Shock Susceptibility. If the watchdog takes lightning damage, it 
suffers several effects until the end of its next turn: its speed is 
halved, it takes a 42 penalty to AC and Dexterity saving 
throws, it canad€™t use reactions or Multiattack, and on its 
turn, it can use either an action or a bonus action, not both. 


False Appearance. While the watchdog remains motionless, it is 


indistinguishable from an inanimate statue. r 


= 


ACTIONS 


Multiattack. The watchdog makes two longsword attacks. 


Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., One 
Target. Hit: 15 (2d10+4) slashing damage. 


ack: +4 to hit, reach 10 ft., One Att +4 to hit, reach 5 ft., One Target. 
ing damage. ré y c = / of 
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to hit, ranged 20/40 ft., One 


‘a * 


Pa > | ar 
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~ 2145)» 9(-1) 11 40)” me) 


terity +4, Constitution +9, Wisdom - +4, 


ht 30 ft.,passive Perception 10 
) (5900) XP Bonus** +4 


can choose to Of coed! again. When it does, it cannot roll to 
recharge its Fire Breath at the beginning of its next turn. 


half as much damage on a successful one. 


on Attack: +10 to oe 15 ft., One Target. 
) slashing damage plus 4 (1d6) fi fire damage. 


Claw. Melee wee Attack: +10 to hit, reach 10 ft., One Target. 
Hit: 17 (3d6+6) piercing damage. 


Tail. Melee Weapon Attack: +10 to hit, reach 15 ft., One Target. 
Hit: 7 (3d12) bludgeoning damage. 


Frightful Presence. Each creature of the d 
is within 120 feet of the dragon and awa 
ona DC 19 Wisdom saving throw or bi 
minute. A creature can repeat the saving g 

each of its turns, ending the effect on itself on a ae 

creaturea€é™s saving throw is successful or tl ectends for 
it, the creature is immune to the dragonae™s Frightful 
Presence for the next 24 on : 


cone. Each creature in that are a must make a i 
saving throw, taking 49 (14d6) ire damage on a 


—————— 


DEX 
10 (+0) 


CON 
10 f0) 


INT 
10 (+0) 


WIS 
13 (+1) 


CHA 
8 (-1) 


f passive Perception 11 . 
a é Common 

0.5 (100) XP Bonus** +2 
E-.. 


Inescapable Frenzy. Melee Weapon Attack: +2 to hit, reach 5 ft., 
One Target. Hit: 3 (4d4) psychic damage. . The target must 
succeed on a DC 11 Wisdom saving throw or be stunned until 
the end of its next turn. 


| 


_ Flame of Frenzy. Melee Weapon Attack: +2 to hit, reach 5 ft., One 

| Target. Hit: 3 (4d4) psychic damage. . The target must succeed 
on a DC 11 Wisdom saving throw or be stunned until the end 
of its next turn. ] 
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! DEX CON 
8(+4) 12(41) 12,643) 


e Resistances piercing, bludgeoning 
Vulnerabilities slashing 


we wis a 


13. (41) 4 (-3) 


| 


Senses passive Perception 11 
j Challenge 5 (1800) XP Bonus** +3 
CEE EE 


-Writhing Tentacles. The land octopus has two tentacles. 
Whenever the land octopus takes 20 or more damage ina 
single turn, one of its tentacles is severed. It can only make as 
many tentacle attacks as it has tentacles remaining. 

While all of its tentacles are severed, the octopus is 
| incapacitated. 
At the end of its turn, it grows both of its tentacles back. 


ACTIONS 
| Multiattack. The land octopus makes three stecko one with its | 
beak and two with its tentacles. A 


Beak. Melee Weapon Attack: +7 to hit, reach 5 ft., One Target. 
Hit: 15 (2d10+4) piercing damage. 


Tentacle. Melee Weapon Attack: +7 to hit, reach 15 ft., One | 
Target. Hit: 13 (2d8+4) bludgeoning damage. 


a > a ae 


GIANT LAND SQUIRT GIANT MIRANDA SPROUT 


| 


large monstrosity, unaligned 


Armor Class 6 () 
Hit Points 150 (19d8+57) 
Speed walk 30 ft. 
STR DEX CON INT WIS CHA 
Peto ey” 16s)» 1 (5) 10 G0) @ 21-4) 


Senses passive Perception 10 
Challenge 2 (450) XP Bonus** +2 


Poison Susceptibility. The land squirt produces large quantities 
of poison within itself, so much so that it reacts violently when 
new poison is introduced to itself. 

When the land squirt is poisoned, it shudders violently until 
the start of its next turn when it explodes into a poison cloud, 
killing itself in the process. Each creature within 15 feet of the 
land squirt must succeed on a DC 13 Constitution saving 
throw or take 6d6 poison damage and be poisoned until the 
end of its next turn. 


ACTIONS 


Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., One Target. 


Hit: 15 (2d12+2) bludgeoning damage. 


Poison Cloud. The land squirt expels a cloud of poisonous gas 
in a 15-foot radius around itself. Each creature in the area other 
than the land squirt must make a DC 13 Constitution saving 
throw. A target takes 5d8 poison damage on a failed save, or 
half as much damage on a successful one. 


large plant, unaligned 


Armor Class 10 (natural armor) 


| Hit Points 136 (16d10+48) | 


| 


Speed 
STR DEX CON INT WIS CHA 
18 (+4) 3 (-4) 16 (+3) 1 (-5) 13 (+1) 3 (-4) 


Saving Throws Constitution +5 

Damage Resistances radiant 

Damage Immunities poison 

Damage Vulnerabilities fire 

Condition Immunities bleed, poisoned 
Senses blindsight 60 ft.,passive Perception 11 


ACTIONS 


| Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., One Target. 


Hit: 17 (2d12+4) bludgeoning damage. 


Toxin Spray. The miranda sprout shakes violently, expelling a 
cloud of spores in either a 15-foot radius around it or a 30-foot 
cone. Each creature in the spore-filled area must make a DC 14 
Constitution saving throw. A target takes 5d6 poison damage 
ona failed save, or half as much damage on a successful one. 


Aspect of the Crucible: Bloom. The miranda sprout stretches 
towards the heavens and emits a high-pitched ringing noise. 

Five columns of light blast down at different points within 30 
feet of the sprout. If a creature is caught in the column, it must 
make a DC 14 Dexterity saving throw. A target takes 3d8 

radiant damage on a failed save, or halfas much damage ona | 
successful one. 


it has advantage onan 3 roll against a 
oF tt e rat’ s allies is within 5 feet of the 


a 
Attack: +4 to hit, reach 5 ft., One 


80/320 


Se 
GODRICK KNIGHT 


medium humanoid, lawful evil 


Armor Class 19 (Plate, Shield) 
Hit Points 33 (6d12+12) 
Speed walk 30 ft. 


STR DEX CON INT WIS CHA 
eGo 2a) 14 G2) 11 (40) = 12 (FT) 2 (+1) 


Saving Throws Wisdom +3 
Senses passive Perception 11 
Languages Common 

Challenge 3 (700) XP Bonus** +2 


Brave. The knight has advantage on saving throws against 
being frightened. 


ACTIONS 


Multiattack. The knight makes two melee attacks. 


Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., One 
Target. Hit: 8 (1d8+3) slashing damage. 


Leadership (Recharges after a Short or Long Rest). For 1 minute, 
the knight can utter a special command or warning whenever a 
non hostile creature that it can see within 30 feet of it makes an 
attack roll or a saving throw. The creature can add a d4 to its 
roll provided it can hear and understand the knight. A creature 
can benefit from only one Leadership die at a time. This effect 
ends if the knight is incapacitated. 


Javelin. Melee Weapon Attack: +5 to hit, reach 5 ft., One Target. 
_ Hit: 7 (1d6+3) piercing damage. 


Javelin. Ranged Weapon Attack: +5 to hit, ranged 30/120 ft., One 
Target. Hit: 7 (1d6+3) piercing damage. 
REACTIONS 


Parry. The knight adds 2 to its AC against one melee attack that 
would hit it. To do so, the knight must see the attacker and be 
wielding a melee weapon. 
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INT 
14 (42) 


WIS 
16 (+3) 


CHA 
13 (+1) 


Wisdom +5 
4, History +4, Religion +4 
Di Perception 13 

Common 


Melee Weapon Attack: +2 to hit, reach 5 ft., One Target. 
| Hit: 5 (1d8+0) bludgeoning damage. 


Spellcasting. The scribe is a 5th-level spellcaster. Its spellcasting 
ability is Wisdom (spell save DC 13, +5 to hit with spell 
" attacks). The priest has the following cleric spells prepared: 
Cantrips (at will): flame sling, sacred flame, light 
1st level (4 slots): cure wounds, burning hands, rej 
2nd level (3 slots): augury, cure poison, divine fort. 
3rd level (2 slots): lord’s aid, daylight 
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| 3 (14d8+70) 
imb 40 ft., walk 40 ft. 
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9 (-1) 
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2900) XP Bonus** +3 


aftec bs. The grafted scion has attached many additional 


leash. When the Grafted Scion is reduced to below half its 


~ maximum hit points, it is “unleashed”. When it does, it imbues 


its blades with gold. While unleashed, its melee attacks deal an 
additional 1d10 radiant damage on a hit. 


ACTIONS 


Multiattack. The scion makes four ornamental straight sword 


attacks. 


<q 
Ornamental Straight Sword. Melee Weapon Attack: + 
reach 5 ft., One Target. Hit: 13 (2d8+4) slashing da 
¢ 


Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., One Target. 
Hit: 7 (1d4+4) bludgeoning damage. 


a 


| ee (natural armor) 
Hit Points 150 (12d12+72) 
‘Speed walk 30 ft. 


DEX . CON INT WIS. CHA 
to 12 (4) 2266) 3(4) 1160) 9 5(3) 


Cone nimmunities bleed, charmed, exhaustion, frightened, 
aM petrified, poisoned 

Saises tremorsense 60 ft.,passive Perception 10 

Challenge 6 (2300) XP Bonus** +3 


Magic Resistance. The golem has advantage on saving throws 
against spells and other magical effects. 


Weak Joints. The golem has flaws in its armor at its joints, 
particularly its ankles. If the golem takes more than 20 points 
of damage in one turn from melee attacks, it must succeed on 
a DC 15 Dexterity saving throw or fall prone. 


Chest Furnace. The golem’s animating force is a furnace in its 
chest, the most vulnerable part of its body. The golem has 
vulnerability to all damage types while prone. ‘ 


_ ACTIONS 


Multiattack. The golem makes either two halberd attacks or 
_ two greatbow attacks. 


Halberd. Melee Weapon Attack: +10 to hit, reach 20 ft., One 
Target. Hit: 24 (3d10+7) slashing damage. 


Greatbow. Ranged Weapon Attack: +4 to hit, ranged 300/600 ft., 
One Target. Hit: 21 (3d12+1) damage. 
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‘unaligned 


; DEX CON i WIS CHA 
| 21 (+5) 18 (+4) 19 (+4) 12 (+1) 10 (+0) 


Throws Dexterity +7 

: robatics +7, Perception +4 
"Senses passive Perception 11 
Challenge 5 (1800) XP Bonus** +3 


——————————————— 


Pounce. If the lion moves at least 20 feet straight toward a 

| creature and then hits it with a claw attack on the same turn, 
that target must succeed on a DC 13 Strength saving throw or 

| be knocked prone. If the target is prone, the lion can make one 

bite attack against it as a bonus action. 


Running Leap. With a 10-foot running start, the lion can long 
jump up to 25 feet. 


ACTIONS r 


a i 
Multiattack. The lion makes an armblade, bite, and _ 


Armblade. Melee Weapon Attack: +8 to hit, reach 10 ft., One 
Target. Hit: 18 (2d12+5) slashing damage. 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., One Target. 
Hit: 14 (2d8+5) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., One Target. 
Hit: 9 (1d6+5) slashing damage. 
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ssive Perception 9 
‘Gommon, Living Jar 


Ghalrge 02 (50) XP Bonus*** +2 


Brittle Shell. The living jar is vulnerable to effects that would 
= double damage to objects or structures. 


ACTIONS 


Fist. Melee Weapon Attack: +2 to hit, reach 5 ft., One Target. 
Hit: 4 (1d6+0) bludgeoning damage. 


| Consume Flesh (1/Short Rest). The jar consumes a chunk of flesh | 
from a humanoid or celestial corpse. It regains hit points equal — 
to its number of hit dice. , 


aah 


MPKIN HEAD 


ral evil 


(natural armor) 


i 5d8+20) : 
ee 


CON INT WIS. CHA 
B(+4) 8(1) 8(1) 10 (+0) 


s Strength +6 

dsight 30 ft.,passive Perception 9 
inderstands Common)but can’t speak 

nge 4 (1100) XP Bonus** +2 


start of its next turn. 


Blood Frenzy. When a creature within 10 feet of the mad 
pumpkin head fails a saving throw against the Bleed condition 
(including the pumpkin head), it uses its reaction to make a 
Head Slam attack at a random creature within rea 


ACTIONS 


_ Flail. Melee Weapon Attack: +6 to hit, reach 10 ft., One Target. 
| Hit: 13 (2d8+4) piercing damage. and the target is afflicted 
with Bleed 1. 


Head Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., One 
Target. Hit: 15 (2d10+4) bludgeoning damage. 


BERICH 


re. (l 5 With Mage Armor)) 
) (18d8+18) . 


CON INT WIS CHA 
12(#1)» 12(#1) 16(43)) 8(-1) 


atelligence +4, Wisdom +6 


Perception 13 
mon 


casting. Alberich is a 8th-level spellcaster. Its spellcasting 
ity is Intelligence (spell save DC 14, +6 to hit with spell 
attacks). Alberich has the following wizard spells prepared: 
a€¢ Cantrips (at will): glintstone icecrag, glintstone pebble 
a€¢ 1st level (4 slots): mage armor, shield, swift glintstone 
shard a€¢ 2nd level (3 slots): briars of sin*, frozen armament 
| a€¢ 3rd level (3 slots): freezing mist, freeze a€¢ 4th level (3 
slots): briars of punishment*, hailstorm 


Staff of the Guilty. Alberich uses his Wisdom as his 
ability rather than Intelligence. 

Blood spells Alberich casts have a DC 16 spell save DC a 
+8 spell attack bonus. Blood spells are marked with a asterisks in | 
his spellcasting feature. 


_ ACTIONS 
Multiattack. Alberich makes two scythe attacks 


Scythe. Melee Weapon Attack: +5 to hit, reach 5 ft., One Tatggls 
Hit: 7 (1d8+2) slashing damage. ‘ 


INT 
4 (3) 


wis 
13 (+1) 


CHA 
4 (-3) 


Jocation. The man-bat can’t use its blindsight while 
afened. 

Hearing. The man-bat has advantage on Wisdom 
(Perception) checks that rely on hearing. 

i 4 

ACTIONS 

Multiattack. The man-bat makes two attacks, one with its bite 
and one with its claws. 


| Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., One Target. 
_ Hit: 8 (1d8+3) piercing damage. 
' Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one | 
_ Hit: 6 (1d4+3) slashing damage. e 


_ Sonic Screech. Ranged Spell Attack: +5 to hit, ranged 0 ft., One ) 
Target. Hit: 7 (1d6+3) bludgeoning damage. 
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een SOLDIER 


undead, neutral 


Armor Class 17 (breastplate, shield) 
Hit Points 20 (3d10+6) | 


Speed walk 30 ft. 
—EEEEEE——————— 
| STR DEX CON INT Wis CHA | 


15 eee WeGEO)” 14 (+2) 10 (+0) 1341) 4 (-3) 


Damage Resistances necrotic 
Damage Immunities poison 
Damage Vulnerabilities radiant | 
| Condition Immunities blinded, exhaustion, petrified, poisoned, 
grappled, restrained, unconscious 
Senses blindsight 30 ft.,darkvision 60 ft.,passive Perception 11 
Challenge 0.5 (100) XP Bonus** +2 


" 


Incorporeal Movement. The soldier can move through other 
| creatures and objects as if they were difficult terrain. It takes 5 


| (1d10) force damage if it ends its turn inside an object. 


ACTIONS 


| 
Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., One 


Target. Hit: 7 (1d8+2) slashing damage. 
| 
' Teleport (Recharge 44€“6). The soldier magically teleports, along 
with any equipment it is wearing or carrying, up to 40 feet to an 
unoccupied space it can see. Before or after teleporting, the 
soldier can make one longsword attack. 


‘DEX CON INT wis CHA 
Ci 12 1(-5) 10 (#0) 2 (-4) 
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.25 (50) XP Bonus** +2 


CTIONS 


Hit: 4 (1d6) bludgeoning damage. 


"Toxin Spray. The miranda sprout shakes violently, expelling a 
cloud of spores in a 5-foot radius. Each creature in the spore- 
filled area must make a DC 14 Constitution saving throw. 
target takes 2d6 poison damage on a failed save, o 
much damage on a successful one. 


| Slam. Melee Weapon Attack: +1 to hit, reach 5 ft., One Target. 


‘Class 14 (hide armor, shield) 
ts 26 ( 8+4) 
30 ft. 


INT WIS CHA 
7(-2)  10(+0) © 9(-1) 


When the misbegotten reduces a creature to 0 hit 
th a melee attack on its turn, the misbegotten can 
‘a bonus action to:move up to half its speed and make a 
cleaver attack. 


Variant: Winged. Some misbegotten grow wings, granting them 
a 30-foot fly speed. 
_ ACTIONS 


Shortbow. Melee Weapon Attack: +3 to hit, reach 5 ft., One 
Target. Hit: 5 (1d6+1) piercing damage. 


Cleaver. Melee Weapon Attack: +4 to hit, reach 5 ft., C 
Hit: 7 (1d8+2) slashing damage. 
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icks). The mage has the following wizard spells prepared: 


Staff. Melee Weapon Attack: +1 to hit, reach 5 ft., One Target. 
Hit: 4 (1d8-1) bludgeoning damage. 


? | 


js eS 


Target. Hit: 2 (1d4-1) bludgeoning damage. 


WIS 
10 (+0) 
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9 a) “ 10 COs 10 (+0) 


n +3, Animal_handling +2, Performance +5 
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bab Bow. Melee Weapon Attack: +1 to hit, reach 5 ft., One 


Frenzied Burst. Ranged Spell Attack: +3 to hit, ranged 30 ft., One 
Target. Hit: 3 (1d4) psychic damage. and the target must 
succeed on a DC 11 Wisdom saving throw or be stunned until 
the end of its next turn. ¢ 
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Rat QUEEN 
medium beast, u 


Armor Class 12 () 
Hit Points 52 (8d8+16) 


Speed walk 30 ft. 
“STR DEX CON INT WIS CHA 
) 17 (43) 14 (2) 15(42) 3 (-4) 10 (40) | 6(-2) 


Senses passive Perception 10 
Challenge 1 (200) XP Bonus** +2 


' Pack Tactics. The rat has advantage on an attack roll against a 
creature if at least one of the rat’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated. 


Keen Smell. The rat has advantage on Wisdom (Perception) 
checks that rely on smell. 


| Variant: Frenzied. Some rat queens have been afflicted with the 

| flame of frenzy. When these frenzied rat queens damage a 
creature with an attack, the target must succeed on a DC 10 

_ Wisdom saving throw or be stunned until the end of their next 

turn. 


_ ACTIONS 


Multiattack. The rat makes two attacks, one with its bite and 
one with its claws. 

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., One Target. 
Hit: 8 (1d8+3) piercing damage. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., One Target. 
Hit: 6 (1d4+3) slashing damage. 
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-RUNEBEAR 
huge monstrosity, unaligned 


Armor Class 14 (natural armor) 
Hit Points 150 (13d12+65) 
Speed climb 40 ft., walk 40 ft. 


“STR DEX CON INT WIS CHA 
22 (6) 14 (+2) 20(+5) 2-4) 13.1) 7 (-2) 

———————————— 

Saving Throws Strength +9, Constitution +8 

Skills Perception +4 

Senses passive Perception 11 

Challenge 6 (2300) XP Bonus** +3 


— 


Keen Smell. The runebear has advantage on Wisdom 
(Perception) checks that rely on smell. 


— 


Siege Monster. The Runebear deals double damage to objects 
| and structures. 


Charge. If the Runebear moves at least 10 ft. straight toward a 
target and then hits it with a claw attack on the same turn, the 
target takes an extra 7 (2d6) 7 damage. If the target is a 
creature, it must succeed on a DC 15 Strength saving throw or 
be knocked prone. Large or smaller non-magical structures in 
the path of the Runebear’s charge are destroyed. 


ACTIONS 


Multiattack. The bear makes three attacks: one with its bite and 


two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., One Target. 

Hit: 23 (3d10+6) piercing damage. and the target is grappled 

(escape DC 15). Until this grapple ends, the target is 
"restrained, and the runebear can’t bite another target. 


Claw. Melee Weapon Attack: +9 to hit, reach 10 ft., One Target. 
Hit: 20 (3d8+6) slashing damage. 
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sbegotten 
700) XP Bonus** +2 


the misbegotten’s turn, when it scores a critical hit 
lee weapon or reduces a creature to 0 hit points with 
can make one greataxe attack as a bonus action. 


ACTIONS v 


_ Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., One 
| Target. Hit: 16 (2d12+3) slashing damage. i> 
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20 (+5) 


WIS” CHA 
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ligence +7, Constitution +5 

force 
ilities bludgeoning 
munities blinded, exhaustion, frightened, bleed, 
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4 (1100) XP Bonus** +2 


Magic Resistance. The school of graven mages has advantage 
on saving throws against spells and other magical effects. | 


Glintstone Miasma. The school of graven mages projects a 


cloud of glintstone around it in a 10-foot radius. An 


creature’s speed is halved in the area, and when the 
enters the area for the first time on a turn or 
| there, it must make a DC 15 Wisdom saving 
| save, the creature takes 3d8 fStte damage. O 
save, the creature takes half as much damag 
The school can activate and deactivate this 
ll il | 
action. a, 
= | 
ACTIONS | | 
Glintstone Comet. Four comets made of glintstone er from 


the top of the school, targeting up to 4 creatures within 60 feet 
of it (a single target can only take damage from one comet). 
_ target 2 a DC 15 Dexterity saving throw. A target 
takes 5 rce damage on a failed save, or half as much 
damage on a successful one. > ‘ 
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lisdom 47, Intelligence +9 yf 
History +13, Religion +13, Arcana +13, 

erception 13 _ 
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2 (8400) XP Bonus** +4 


= _ | 
Resistance. Sellen has advantage on saving throws 
| against spells and other magical effects. 


Spellcasting. Sellen is an 18th-level Rot: Its spellcasting 
| ability is Intelligence (spell save DC 17, +9 to hit with spell 
_ attacks). The archmage can cast detect magic and identif 
will and has the following wizard spells prep 
Cantrips (at will): glintstone pebble, starlig 
: 1st level (4 slots): magic ginbiade, mage 
great glintstone shard 
2nd level (3 slots): glintblade phalanx, | 
| barrage, unseen form 
d level (3 slots): magic downpour, c 
star shower 
Ath level (3 slots): greatblade phalanx, cya 
i «| 


he 
: glimpse the current, terra 
ot): stars of ruin, “4 
_ 
it): founding rain of stars* _ 
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DEX | CON INT iS. CHA 
ae se 


rception 10 
Bonus** +2 


Ya * 
is subjected to an effect that allows it to 
aving throw to take only half damage, 
es no damage if it succeeds on the saving 
f damage if it fails. | 
Spirit Spring. Torrent can make use of magical spirit springs, | 
gusts of air that sprout from the ground throughout the Lands | 
— Torrent can leap from a spirit spring an 
} the air along with creatures of his choice withi 
All creatures launched - air are safely d 
apex of the spring. Torrent can also leap down 
spring. Any creature who lands in the spri 
' does not take fall damage regardless of the 


- Saddl . Torrent carries a set of four 
_ function as a bag of holding. 


SPIRIT JELLYFISH 


| medium aberration, neutral 


Armor Class 110 
Hit Points 20 (3d8+6) 
Speed walk 30 ft. 


STR 
8 (-1) 


DEX 
13 (+1) 


CON 
15 (+2) 


INT 
8 (-1) 


wis 
13 (+1) 


CHA 
6 (-2) 


Saving Throws Intelligence +2 

Skills Perception +2, Stealth +2 

| Damage Resistances bludgeoning 

| Damage Vulnerabilities lightning 

Condition Immunities bleed 

Senses darkvision 60 ft.,passive Perception 10 
Languages Common, Celestial, Deep Speech 
Challenge 0.25 (50) XP Bonus** +2 


ACTIONS 


Tentacle. Melee Weapon Attack: +3 to hit, reach 10 ft., One 
Target. Hit: 4 (1d4+1) bludgeoning damage plus 3 (1d4) 
poison damage. 


Poison Dart. Ranged Spell Attack: +1 to hit, ranged 60 ft., One 
Target. Hit: 3 (1d4) poison damage. and the target must 

' succeed on a DC 11 Constitution saving throw or be poisoned 
for 1 minute. At the end of each of its turns, the target can 
make another Constitution saving throw, ending the condition 
on a success. 


~ STARGALLER 


| 


| 


cc 


medium aberration, lawful good 

| | 
Armor Class 10 () 

‘Hit Points 18 (4d8+0) 
Speed walk 30 ft. 

“STR 
13 (+1) 


DEX 
10 (+0) 


CON 
11 (+0) 


INT 
15 (42) 


WIS 
13 1) 


CHA | 
8 (-1) 


Skills Arcana +4 
Senses darkvision 30 ft.,passive Perception 11 
Languages Deep Speech | 


ACTIONS 


Pickaxe. Melee Weapon Attack: +3 to hit, reach 5 ft., One Target. 
Hit: 6 (1d8+1) piercing damage. 


Gravity Stone Chunk. The starcaller throws a stone clump at a 
point it can see within 30 feet of it. A gravitational disruption 
tears open the ground in a 5-foot radius around it, creating 
difficult terrain in the area. Each creature in the area must 
succeed on a DC 11 Strength saving throw or take 2d4 force 
damage. 


Gravity Stone Fan. The starcaller crushes a stone fan, projecting 
a gravitational pulse in a 10-foot cone in front of it. The area 
becomes difficult terrain and each creature in the area must 
succeed on a DC 11 Strength saving throw or take 2d6 force 
damage. 


a3 


Armor Class 14 (natural armor) 
| Hit Points 11 (2d8+2) 
Speed walk 30 ft. 


STR DEX CON INT WIS CHA 
7-2) 15 (+2) 13 (41) -5(-3) 1040)» 3(-4) 
Ol 


Skills Stealth +4 

Damage Immunities poison, psychic 

Condition Immunities bleed, charmed, frightened, petrified, 
poisoned, unconscious 

Senses darkvision 60 ft.,passive Perception 10 

Challenge 0.25 (50) XP Bonus** +2 


False Appearance. While the imp remains motionless, it is 
indistinguishable from a normal statue. 


Surprise Attack. If the imp surprises a creature and hits it with 
an attack during the first round of combat, the target takes an 
extra 7 (2d6) damage from the attack. 


ACTIONS 


Forked Hatchet. Melee Weapon Attack: +4 to hit, reach 5 ft., One 


Target. Hit: 7 (1d8+2) slashing damage. and the target suffers 
from Bleed 1. 


Forked Greatsword. Melee Weapon Attack: +4 to hit, reach 10 ft., 
One Target. Hit: 9 (2d6+2) slashing damage. and the target 
suffers from Bleed 1. 


STONEDIGGER TROLL 
_ huge giant, neutral 
‘Armor Class 17 (natural armor) 


Hit Points 105 (11d12+55) 
Speed walk 40 ft. 


“STR DEX CON INT WIS CHA 
18 (+4) 10(+0) 20(45) 10(+0) 12(+1)) 91) 


Damage Resistances slashing 
Damage Vulnerabilities bludgeoning 
Senses passive Perception 11 
Languages Giant 

Challenge 4 (1100) XP Bonus** +2 


Bleed Susceptibility. The troll’s massive body makes it 
vulnerable to weapons that would spill its blood. The troll has 
disadvantage on saving throws against Bleed. 


t 
| Clumsy Blows. If the troll attacks a creature and misses, it must 


| make a second attack at disadvantage against another creature 
within five feet of the target. 


Hardened Skin. The troll’s skin has turned rock-hard after years 
of exposure to smithing stones. If the troll is hit by a melee 
attack that deals slashing or piercing damage, the attacker 

' must succeed on a DC 10 Strength saving throw or be stunned 
until the beginning of its next turn. 


ACTIONS 
Multiattack. The troll makes two greatclub attacks. 


Greatclub. Melee Weapon Attack: +6 to hit, reach 15 ft., One 
Target. Hit: 21 (3d10+4) bludgeoning damage. 


| 


"Hit Points 33 (6d8+6) 


STON 
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TESKIN MINER 


im humanoid, neutral 


Armor Class 15 (natural armor) 


Speed walk 20 ft. 


“STR DEX © CON’ INT. WIS. CHA 
14 (2) 7(2)) 12(41) © 9(-1) 11 40) 5 8(-1) 
—————————— ne 


Damage Resistances slashing 
Damage Vulnerabilities bludgeoning 
Senses passive Perception 10 
Languages Common 

Challenge 0.25 (50) XP Bonus** +2 


Hardened Skin. The miner’s skin has turned rock-hard after 
years of exposure to smithing stones. If the miner is hit by a 
melee attack that deals slashing or piercing damage, the 
attacker must succeed on a DC 10 Strength saving throw or be 
stunned until the beginning of its next turn. 


ACTIONS 


Pickaxe. Melee Weapon Attack: +4 to hit, reach 5 ft., One Target. 


Hit: 7 (1d8+2) piercin damage. 


Rock. Ranged Weapon Attack: +4 to hit, ranged 15/30 ft., One 
Target. Hit: 5 (1d4+2) bludgeoning damage. 


STONESKIN TORCHBEARER 


‘ ve 
medium humanoid, neutral 


‘Armor Class 15 (natural armor) 
Hit Points 39 (7d8+7) 


Speed walk 30 ft. 
"STR DEX © CON INT. WIS. CHA 
142) 8(1) 13(41)) 9¢-1) 110) § 8(-1) 


Damage Resistances slashing 

Damage Vulnerabilities bludgeoning 

Senses darkvision 30 ft.,passive Perception 10 
Languages Common 

Challenge 0.5 (100) XP Bonus** +2 


Lantern. The miner’s lantern casts bright light in a 30-foot 
radius and dim light for an additional 30 feet 


Hardened Skin. The miner’s skin has turned rock-hard after 
years of exposure to smithing stones. If the miner is hit by a 
melee attack that deals slashing or piercing damage, the 


"attacker must succeed on a DC 10 Strength saving throw or be 


stunned until the beginning of its next turn. 


| ACTIONS 


Explosive Clump. Ranged Weapon Attack: +4 to hit, ranged 20/40 
ft., One Target. Hit: 7 (1d12) fire damage. 


Spray Flame (Recharge 5-6). The miner spews fire from its 


lantern in a 15-foot cone. Each creature in that area must make | 


a DC 13 Dexterity saving throw, taking 11 (3d6) fire damage on 
a failed save, or half as much damage on a successful one. 
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5 (natural armor) 
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DEX CON INT. WIS CHA 
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ws Constitution +7 
Resistances bludgeoning, piercing, and slashing from 
magical attacks 
Immunities necrotic, poison 
age Vulnerabilities radiant 
Zondition Immunities bleed, frostbitten, poisoned 
y passive Perception 11 
shallenge 6 (2300) XP Bonus** +3 


Marshal Undead. Unless the tibia mariner is incapacitated, it 


and undead creatures of its choice within 60 feet of it have 


_ advantage on saving throws against features that turn undead. 


ACTIONS 


Horn. Melee 


Boat Slam. Melee Weapon Attack: +6 to hit, reach 10 ft., One 
Target. Hit: 16 (2d12+3) bludgeoning damage. and each 
creature within five feet of the target must succeed on a DC 14 
Dexterity saving throw or take 3d6 necrotic damage. 


Summon Skeletons (Recharge 5-6). The tibia mariner grants life 
to the dead near it, summoning either 1d6 catacombs 
skeletons or 1d4 skeletal bandits in unoccupied spaces within 
30 feet of it. 


LEGENDARY ACTIONS ¥ 


The tibia mariner can take 3 legendary actions, choosing from 
the options below. Only one legendary action option can be © 
used at a time and only at the end of another creature’s turn. 
The tibia mariner regains spent legendary actions at the start of 
its turn. yr | 

Command. The tibia mariner invigorates another undead 
creature it can see within 30 feet of it. The target may make a 
melee attack as a reaction. 

Horn Attack (2 Actions). The tibia mariner makes a horn 
attack. 

Teleport (Costs 3 Actions). The tibia mariner telep orts to an 
unoccupied space within 120 feet of it. 


late, shield) 
9 (18d10+90) 


INT 
13 (41) 


wis 
17 (43) 


CHA 
16 (+3) 


vs Strength +9, Constitution +8, Wisdom +6 
al. handling +6, Athletics +9, Nature +4, Perception 


passive Perception 13 
ges Common, Celestial 


ash. When the tree sentinel’s hit points are reduced to less 

than half of its hit point maximum, it is “unleashed”. While 

unleashed, it immediately uses its Golden Vow ability as a free 

action. For the duration, the tree sentinel’s shield bash and 

- halberd deal 3 additional radiant damage on a hit. Bludgeoning, 
piercing, and slashing damage it takes is reduced by 3. 


ns unleashed until it finishes a long 


The tree sentinel rema 
rest. ' 


= 


Magic Resistance ree sentinel has advantage on saving 
throws against spells and other magical effects. 


_* < f 
Magic Weapons. The tree sentinel’s weapon attacks are magical. 


ACTIONS 


Multiattack. The tree sentinel makes a shield bash attack and 
three halberd attacks. 


Shield Bash. The Tree Sentinel makes a Shove attack at a 
creature within ten feet of it, knocking a creature prone on a 
success. The target also takes 11 (2d10) damage if they are 
knocked prone. A 


Halberd. Melee Weapon Attack: +9 to hit, reach 15 ft., ong : 
Target. Hit: 17 (2d10+6) slashing damage. 4 

?- 
REACTIONS ‘ _? 


Golden Retaliation. When the tree sentinel is targeted by a 
ranged spell attack, it raises its shield and produces an Erdtr 
sigil, imposing disadvantage on the attack roll. If the 
misses, the sigil turns into a golden dart that hits t 
dealing 3d4 + 3 radiant damage. 


CHA 
5 (-3) 


WIS 


4(3) 13 @1)_ 


Perception 11 
00) XP Bonus** +2 \ 


e warhawk has advantage on Wisdom 
checks that rely on sight. 


The warhawk doesn’t provoke Opportunity Attacks when 
es out of an enemy’s reach. 


ACTIONS 


- <. 
Multiattack. The warhawk makes two attacks, one with its beak 
and one with its talon blade. 


: Beak. Melee Weapon Attack: +5 to hit, reach 5 ft., 
| Hit: 6 (1d4+3) piercing damage. 


- Talon Blade. Melee Weapon Attack: +5 to hit, reach 5 ft., One 
Target. Hit: 7 (1d6+3) slashing damage. a 
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mon, Living Jar 
(1800) XP Bonus** +3 


4 
|. The warrior jar has vulnerability to effects that deal 
image to objects or structures. 


_ Multiattack. The living jar makes 4 fist attacks. 


Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., , One Target. 
Hit: 9 (1d8+4) bludgeoning damage. 


Consume Corpse (1/Short Rest). The living jar consu 
of flesh from a humanoid or celestial corpse It regains 
points equal to the number of the corpses’ hit d 


Spinning Charge (Recharge 5-6). The warrior jar mpict ir 
itself, propelling it forward in the process. The jar moves up to | 
| its speed without provoking attacks of opportunity. Each 
creature in the jar’s path must make a DC 14 Dexterity saving 
throw. A target takes 6d6 bludgeoning damage on a failed save 
and half as much on a successful one. 
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WHITE MASK VARRE 


| medium humanoid, lawful evil 


Armor Class 16 (studded leather, shield) 
"Hit Points 145 (17d10+68) 
Speed walk 30 ft. 


| STR 
18 (+4) 


DEX 
15 (+2) 


CON 
18 (+4) 


INT 
12 (+1) 


wis 
13 (+1) 


CHA 
19 (+4) 


Saving Throws Constitution +8 
Skills Persuasion +12, Medicine +9, History +5, Deception +12 
Senses passive Perception 11 


Lord of Blood’s Exultation. When a creature within 20 feet of 
Varre fails a saving throw against Bleed, he gains advantage on 
_ attack rolls until the end of his next turn. 


Innate Spellcasting. Varre’s spellcasting ability is Charisma 
| (spell save DC 12). Varre can innately cast the following spells, 
requiring no material components: 
At will: catch flame 3/day each: swarm of bloodflies, 
_ bloodflame blade 


ACTIONS 


Multiattack. Varre makes 3 Varre’s Bouquet attacks. 


Varre’s Bouquet. Melee Weapon Attack: +8 to hit, reach 5 ft., One 
Target. Hit: 9 (1d8+4) slashing damage. and the target suffers 
from Bleed 2 (DC 17). 


REACTIONS 


War Surgeon. When a creature within 5 feet of Varre fails a 

| saving throw against Bleed, he increases the damage taken by 
1 hit die. Blood Tax. When a creature within 30 feet of Varre fails — 
a saving throw against Bleed, he draws some of their lost blood _ 
into himself. He regains hit points equal to half of those lost 
from the Bleed effect. 
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Twine DAME 
medium monstrosity, lawful good 
ie 

Armor Class 13 () 
| Hit Points 59 (9d8+18) | 
' Speed fly 40 ft., walk 20 ft. 


DEX 
16 (+3) 


CON 
14 (42) 


INT 
10 (+0) 


WIS 
10 (+0) 


CHA 
10 (+0) 


STR 
| 14 (+2) 


Skills Performance +4 

Senses darkvision 30 ft.,passive Perception 10 
Languages Common, Celestial 

Challenge 3 (700) XP Bonus** +2 


ACTIONS 


Multiattack. The dame makes three claw attacks. 


Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., One Target. 
Hit: 6 (1d4+3) piercing damage. 


Luring Song. The dame sings a magical melody. Every 
humanoid within 300 ft. of the dame that can hear the song 
must succeed on a DC 11 Wisdom saving throw or be charmed 
until the song ends. The dame must take a bonus action on its 
subsequent turns to continue singing. It can stop singing at 
any time. The song ends if the dame is incapacitated. While 
charmed by the dame, a target is incapacitated and ignores the 
songs of other harpies. If the charmed target is more than 5 ft. 
away from the dame, they must move on its turn toward the 
dame by the most direct route. It doesn’t avoid opportunity 
attacks, but before moving into damaging terrain, such as lava 
or a pit, and whenever it takes damage from a source other 
than the dame, a target can repeat the saving throw. A creature 
can also repeat the saving throw at the end of each of its turns. 
If a creature’s saving throw is successful, the effect ends on it. 
A target that successfully saves is immune to this dame’s song 
for the next 24 hours. 


| Poison Cloud. The dame collects poison in its mouth and sprays 
it out in a 20-foot cone in front of it.Each creature the area cone 
must make a DC 13 Constitution saving throw. A creature takes | 
4d6 poison damage on a failed save, or halfas much damage 
on a successful one. 
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